
Celine Wu
User Experience Portfolio

celinewu02@gmail.com
www.celinewu02.wix.com/portfolio

December 2015



2



Table of Contents:

The Brief

Competitive Analysis 

User Research

User Personas

Sitemaps

User Flows

Iteration: Paper Prototypes

Iteration: Interactive Wireframes

User Testing and Results

Resume

4

5

6

7

8

9

10

11

12

13

3



The Who, What, When, Where, Why 
of the project.  Each new project always has its 

unique audience, focus, technical requirements, 

time constraints, problems, and set of potential 

solutions.  I always start the process with 

meticulous care to the details of the project as 

they are outlined by the client to ensure that the 

client’s needs and priorities match the product I 

will design.

The Brief:

And so, a project is born.
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Competitive Analysis:

The competitive analysis is a key component to informed 
development.  Like the user and the client, making sure that 
the product has an untapped niche is important to a successful 
product, both in the short- and long-term.  The competitive 
analysis is an immediate, visual way of answering the question, 
“So, how is this different from Product X?”  If the answer is that 
it is just better, the competitive analysis delves deeper into 
the why and how.  This helps the design team, the client, and 
the user understand exactly what makes the product better 
than the rest.  In turn, a deeper understanding of what makes 
the product special also informs design decisions so that the 
product design emphasizes the product’s strengths.
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User Research:

6

I practice user-centered design, so that, although the client is king of 
the domain, the user stands just as powerful, if not more powerful.  
The user-centered oligarchy means that the development of the 
project can be equally directed by the client’s wishes and the results 
of the user testing and data.

I have worked with various user research methodologies including:
•	 One-on-one interviews
•	 Online and in-person surveys
•	 Observation
•	 Contextual inquiry



User Personas:

The user is the driving force behind the development of the product.  
No	matter	how	surprising	or	unlikely	the	findings	of	the	user	tests	
are, if multiple users come to the same conclusion, exhibit the same 
behavior, or use similar adjectives, the designer must take those 
findings	into	account	and	pivot	accordingly.

As such, creating accurate and at the same time generic user personas 
is key.  The user persona should be indicative of a user archetype, but 
also target some of the major pain points and channels presented by 
real users from the user research stage.

As the old addage says, “The customer is always right.”
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Sitemaps:

HOME

Categories

Types

About

Suggest

Featured

Search Cart

Video Games

Plushie Pillows

Rhythm Games

Flat Pillows

Other

Desktop Pillows

Keychains

Beatmania IIDX

DDR/ITG

Jubeat

Sound Voltex

Kingdom Hearts

Zelda

Minecraft

Movies

Food

Above	is	a	sample	user	flow	from	the	Pleeky	handmade	geeky	plush	toy	
online store.  The categorization of the site’s products involved categories 
and sub-categories so that each level (number of clicks from the homepage) 
is color coded, starting with red for the homepage, then green, blue, and 
purple	respectively	as	the	user	selects	increasingly	specific	categories.
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User Flows:

User	flows	show	how	a	given	user	persona	would	use	the	product,	
from the moment they discover its existance to the last step of 
completing the user persona’s goal.  This is most useful once there is 
a sitemap and the wireframes have been user tested to the point that 
the basic structure and main features of the iteration are mostly set.

The	user	flow	above	also	includes	a	click-through	“flow”	of	which	
buttons	the	user	persona	used	to	complete	the	flow.		While	this	is	
usually	explicit	in	the	user	flow,	I	felt	that	this	particular	user	flow	would	
benefit	from	the	click-through	for	more	immediate	communication	of	
the user’s physical actions at a glance.
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Iteration: Paper Prototypes

Often, I create the initial 
paper prototypes as a 
tool for brainstorming 
possible layouts and 
quickly getting thoughts 
on paper.  Depending 
on the product, I will do 
timed sketches of each 
page with placeholder 
spaces and scrawled 
notes of the type of 
content the placeholder 
should contain.  Like 
card sorting, this exercise 
opens up possibilities and 
embodies the essance 
of brainstorming -- 
everything is a good idea, 
everything is possible, 
and convention can be 
tossed aside, improved, 
or provide the framework 
for something new.
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One of the most tedious but also one of the most informative 
parts of the process is creating the various iterations of 
interactive wireframes.  With a fully built-out interactive 
wireframe prototype, users have the freedom to interact with 
the prototype as if it were a real product.  This is invaluable 
when observing how users naturally interact with the product 
during user testing.  Creating a digital prototype also helps 
to	figure	out	spacing	and	maintain	a	clean	experience	with	
everything aligned and snapped to the grid.  

I am always interested in learning to use new and better 
tools, but I currently have UX design experience in:
•	 Axure
•	 Prototyping on Paper (POP) app
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User Testing and Results:

User testing is always challenging and enlightening because 
the objective is to take the user’s feedback and try to infer the 
underlying reasons, pain points, biases, and prior knowledge 
that the particular user is presenting.  Then the process is further 
complicated by corrolating those results to the rest of the user 
test	results	to	find	trends.		From	these	trends	--	and	hopefully	
overwhelming majorities -- the design of the product can pivot and 
we continue to iterate as quickly as possible.

I personally enjoy meeting new people and getting the user to 
try to articulate their likes, dislikes, ideas for improvement, and 
why.  Online surveys are also interesting to design, distribute, and 
analyze afterward, but results can vary much more drastically and the 
likelihood of bad data is higher because the interaction with the user 
is not face-to-face and/or one-on-one.  I once had a user respond 
that they would prefer to pay for services with “jumbalaya” and 
would be interested in seeing products sorted by “banana.”  Still, to 
instantaneously reach a wide audience, the Internet is the ultimate 
tool.
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CELINE WU 
User Experience Research and Design 

celinewu02@gmail.com  ~  (415) 601-6158 
http://celinewu02.wix.com/portfolio 

Education: 
NEW YORK UNIVERSITY            DUBAI INTERNATIONAL ACADEMY 

Integrated Digital Media,  MS     Dec 2015          International Baccalaureate      2010 
Sociology,  BA     2014 

Web Design & Programming,  minor 

Skills and Qualities: 
· Professional, perceptive, and able to adapt 

· Producing user-oriented content and products 

· HTML5, CSS, Axure prototyping and wireframes 

Experience:    
User Experience Designer, Gotham Space Agency        2015 

 UX research and design for the character creation of 3D printed astronauts 
Web Designer, Michelle Driscoll                 2015 - Present 

Personal website for screen and stage actor 

Web Developer, 78Travels.com                 2014 - Present 

Company website for international traveling concierge services 

Web Designer, www.shwuchen.com          2013 
Company website for international construction project management consultancy 

 

New York University:            2013-2015 

User Experience Research and Design (UX/UI) 
 User research methodologies, Axure prototyping, prototype-driven rapid development 

Web Design 

 HTML5, CSS3, Dreamweaver, Photoshop, InDesign, Illustrator 

Digital Media and Mass Culture 

 Theory and history of mass culture, products, advertising, and digital art 

Computer Programming, Database Design, and Web Implementation 

 Python 3.3, Unity Javascript, SQL (MySQL, SQLite), Javascript/jQuery, PHP 

Game Design 

 Alternative controllers, costumes/wearables, Unity game engine, Arduino Flora 

Academy of Art University:                  2007-8 

Advertising Design, Maquette (clay mock-ups), 3D animation, Fashion Design, Graphic Design 
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